United States Patent [
Itkis

154] ELECTRONIC CARD AND BOARD GAME

Yuri Itkis, 759-H Arcadia Ave.,
Arcadia, Calif. 91006

The portion of the term of this patent
subsequent to Jun. 19, 2001 has been

[76] Inventor:

[*] Notice:

4,624,462
* Nov. 25, 1986

Patent Number:
Date of Patent:

[11]
[45]

Attorney, Agent, or Firm—Roylance, Abrams, Berdo &
Goodman

[57] ABSTRACT

An electronic card and board game for playing bingo,
keno, and the like games, wherein the master game
board being operated by the caller generates and trans-

disclaimed. ! :
mits random bingo numbers and game patterns, and the
[21] Appl. No.: 611,951 player’s game board receives and processes the bingo
[22] Filed: May 18, 1984 numbers and game patterns, and the player’s game
board receives and processes the received information
Related U.S. Application Data in conjunction with locally originated data determining
o " the contents of a multiple bingo card. The multiple
'[63]  Continuation-in-part of Ser. No. 301,118, Aug. 11,  bingo card is implemented as a replaceable, removable
1981, Pat. No. 4,455,025. transparent template bearing imprinted bingo numbers.
[51] It CLA oooreeeeermseresrenssssssesssssssasssesesssene AG3F 3/06 In working position, the card overlays a dot-matrix
152] ULS. CL wovveeereureeessnssnsssssssssennee 273/237; 2737269  display incorporated in the player’s game board. The
[58] Field of Search ......c.o...... 5737237, 238, 239, 269,  display is controlled by a microprocessor. The micro-
273/286 processor activates the display dots located beneath the
_ | bingo numbers matching those transmitted by the mas-
[56] References Cited ter board via a radio channel. The microprocessor com-
U.S. PATENT DOCUMENTS putes bingo numbers on the card using the identification
. number of the card in accordance with a predefined
3,671,041 6/1972 Taylor et al. ...ccovvvvvecnancaee 273/237 algorithm.
4.455,025 6/1984 ItKIS ..ccccvviiiiriniinnisiinnciiinnes 273/237
Primary Examiner—Leo P. Picard 7 Claims, 12 Drawing Figures
7 8 3 6 4
TEMPUATE 79345 BINGO
Mo 25141 51 l62] 8 Y1134 (511671 6 |20]41|80(01] 4 128|%0) 5063 | V16 |31 46| &1
6t 34/33 )5 164 & |23 [57los] 7 |21(37]56166] 1 26 42]57]61 17 30[é7[c2
“Ts 275516300 124 JE5e1e5) 4 28 Ml 59164 ] 2 2o 6016513 148 53|48 | &3] jatit-1F
P 184135153161 (13|25192|60| 64|10 146 143|531 6| 3 187145159|741% 149 |34| 48|64
g [23(34156|65] 7123142159|621 5 11945157|67\13|24)43 58|62 | 5 20135 50169
4125145159169 (121481391576 7112|2314 0154|751 £ |183148165] £ 131|356151 |6}
£ 130140|57\63|12|2613%|60|63) 7 [17136(5¢| 69| 5147133 (47| €4| 7 [22|37)5R167 I
Y R EERE AT EERESEE
592?4153 61| 16 134|56\66) 5 |19)42|58|62| 4 19|34 |48|62| 7 {24|39|54|63
17928144 56114113 (17 3354|681 3 | 21| 3347]66} 2 | 20135 50164 |10]25]40{ 551 70}
/ [2126134/46169044 16 196 57\64) 6 (24|37 43166, 4 |17 |42,5463|d |86 144|564
3 149 37151 164142 | 3914215117011 2121189 46173114 |30 |44 |55 |7/ | 421224215 7| 7R
4125 M 50178 1 |21 0566515127 Ml B|74| 4 | {5 5365|0128 |43158 173
\l & 47| 44|481751 7 130145150|69|14 |23|36|4 2|75 3 |20}4 3|52 |6 2| 14| 2T 44155174
|| 8 |2233]5365] 5 |18139|60|61 |15 19 |44155|72| 5145|8943 |64|15]30}45) 60} 75)
1@Hﬁﬁ%ﬁ$ﬁﬁ$5ﬂﬁﬂﬂswﬁmﬁ
225140\ 511€3] & |£9133)60{70| 2 (27| 31150064 4412634160143
N BEEE honD Dnida BE | I I
1 |30199:57|63| 5| 28|36 |48|73 | & |20|34|57174| 5 128|144 (55|66
5 [21|35154 (g4 4 (16140 Ble3]13 [e7|37]4sl67 s iRgiatise o] | |
g --— -
0 ¢][2]
A 3] [4]15
El@RE QD “
AN
BOARD 79345 LIRS

1

42 40 1f 43

14



U.S. Patent Nov. 25, 1986 Sheet10of10 4,624,462

1:

| 15

( D 19
] OH/‘?D 797 45 ..'-
‘-—-“-_—

17 12 40 11 13 14
' Fiq. 4



U.S. Patent Nov.25,198  Sheet20f10 4,624,462

8 i i

BOHHD saz45 (B8] (G

19 9 19 ii 13 44 45 49
ch 2




U.S. Patent Nov. 25, 1986 Sheet 3 of 10 4,624,462




U.S. Patent Nov. 25, 1986 . Sheet 4 of 10 4,624,462




K8D )
EEERR
Fut fey:fr‘o/(e 0?5_
in KB.Déuffer‘

Fdit | oy
KBD bufter

| Put date
on KBD queue

oL B




U.S. Patent Nov.25,1986  Sheet6of10 4,624,462

Interrupt] 30

Puf gi.‘f |
Ly receiver |~34
baf-/-:f‘

Edit
rece.:ve.r 3-2
er

Va & ”
34
€o
/v
Y
Md.fk oa‘t 36
k8D T n'ferru,of

Put odata

on rececver
queue




' U.S. Patent Nov.25,1986  Sheet70f10 4,624,462

. 40
Initiatize - '
4
. 42
| Leady -~ '
Y .
Transmit |
43

>V
Y
N |

Generate | Transmit |
47 9
Transmlt | _
'8 >
Y Y o J

Fig. 9



U.S. Patent Nov.25,198  Sheet8of10 4,624,462

;
| Initielizge '
52

<>
|
Y @ 54
N
4?5:';( <L »e
Qengo N
Y
Com/ocz re
to ﬂl'njo card 58 |
Display
ma teh and )
c’;;(ed e-é&n 90 FE I

. ‘ _ .
/v 7k
Y

gﬁnerdtc | 6_{

audio
tone

R.e.s‘c't’: . 6'2

Parameters |

Féq. 10



U.S. Patent Nov.25,198  Sheet9of10 4,624,462

415167819 |40\11|12|13(44|15]16
29|30|31|32|133|34|35|36]37|38|39|40|41
54155/56152\58|59\60|61\6R|63|64|65|66
79|80|84182|83|8418518682188|8330| 51
4 |§5i16|7\8 |9 4011|4243 (1%4|15\46
23130|31|32|33|34|35|36(3738(37|40|441

5455156525859 60|61|62(6364/6566|6
Y9 801841898384 85\8¢|87|88|89 90|91

29\30\31|3233|3435\36 |3238|37 |40 44|42

54\55|56|52\58|5960|61|€3\63|64 65|66
838389858682 /88|83 (90|91
v |8 |7 |Lo|£1|1823\14 415|161 7|28

99/30|31/39/33 (34 [35(36|37|38|39| 40|41 4943
57
82

7980|581



U.S. Patent Nov. 25, 1986 Sheet 10of 10 4,624,462

16

~18




4,624,462

1
ELECTRONIC CARD AND BOARD GAME

REFERENCE TO RELATED APPLICATION

This application is a continuation in part of my co-
pending application Ser. No. 301,118 filed Aug. 11, 1981
now Pat. No. 4,455,025, entitled “Electronic Card and
Board Game”, the entire disclosure of which is hereby
incorporated by reference.

SUMMARY OF THE INVENTION

The present invention is an electronic card and board
game for playing card and chance games, such as bingo,
keno, and the like. The game is being played by at least
two participants, namely, the game operator, such as
the caller in the bingo game, and at least one individual
player. In the process of the game, the game operator
utilizes the master electronic game board, and the indi-
vidual player utilizes the player’s electronic game
board. In the preferred embodiment, the design of the
master board is identical to the design of the player’s
board, but a broad variety of different designs of the
master game board and the player’s game board can be
implemented.

Both the master game board and the player’s game 2
board are controlled by embedded microprocessors and
are equipped with keyboards and graphics displays.
Upon the game operator’s command entered via the
keyboard, the master game board generates and radio
broadcasts encoded discretionary and random data rele- 30
vant to the game, such as bingo pattern and random
bingo numbers. This data is received, decoded, and
processed by the player’s game board. Specifically, the
received random data is compared with the numerical
contents of at least one game card, such as a bingo card, 3>
residing in the memory of the microprocessor control-
ling the player’s game board. Matches discovered as a
result of this comparison are signalled to the player. The
current pattern of matches is compared with the re-
quired game pattern transmitted by the master game 40
board. The winning combination of matches is being
signaled visually and audibly.

The game card being used by the player is imple-
mented as a replaceable, removable, transparent tem-
plate overlaying the display and bearing imprinted 45
game symbols, such as bingo numbers. The micro-
processor signals the discovered matches by activation,
e.g. darkening, the areas of the display located immedi-
ately beneth the respective symbols on the card. As a
result, a visual image of a marked game card 1s created. 50

-The contents of the game card are computed by the
microprocessor on the basis of the identification number
of the game card in accordance with a predetermined
algorithm. The default identification number is being
prestored in the memory of the microprocessor, and, 55
upon replacement of the game card, the player can
update the identification number of the card by simple
keyboard entries.

The primary objective of the invention is to provide
an electronic card and board game which relieves the 60
player from the tedious and error-prone operation of
manual marking matches on the game card. In particu-
lar, it is the objective of the invention to provide a
completely automated bingo game in which the player
does not have even to touch or watch the game card or 65
the game board at any time during successive rounds of
the game, whereas the caller has only to push a single
button to control the game. It is the further objective of
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the invention to provide a design of the game board
which facilitates a broad and easy selection of the game
cards and games being played with the help of the same
game board. An additional objective of the invention is
to preclude unauthorized or untimely change of the
game card by the player.

Other objectives and features will become apparent

from the following specification.

BRIEF DESCRIPTION OF THE DRAWINGS

FIG. 1 is the perspective view of the game board and
the multiple bingo card template.

FIG. 2 is the perspective view of the uncovered game
board without the template.

FIG. 3 is the block diagram of the electronic game
board.

FIG. 4 is the partial view of the template exhibiting
an individual bingo card.

FIG. 5 is the partial view of the template exhibiting a
bingo pattern.

FIG. 6 is the partial view of the display exhibiting a
do-it-yourself bingo card.

FIG. 7 is the flowchart of the keyboard interrupt

routine.
FIG. 8 is the flowchart of the receiver interrupt rou-

tine.
FIG. 9 is the flowchart of the master board main line.
FIG. 10 is the flowchart of the player’s board main

line.
FIG. 11 is the partial view of the multiple keno card

template.
FIG. 12 is the block diagram multi-game board com-

munication network.

DESCRIPTION OF THE PREFERRED
EMBODIMENT

The axonometric view of the preferred embodiment
of the electronic card and board game is presented in
FIG. 1, wherein 1 is the game board and 2 is the remov-
able and replaceable transparent overlay template bear-
ing imprinted images of sixteen individual five-by-five
bingo cards 3, the five-by fifteen tableau of called bingo
numbers 4, and the five-by-five bingo pattern tableau 3.

Each of the individual bingo cards 3 is filled with
randomly selected twenty four bingo numbers 6 in the
range of one to seventy five. The central solid black cell
7 of each bingo card 3 symbolically represents the free
bingo cell of the respective card. The tableau of called
bingo numbers 4 is arranged in fifteen horizontal rows
and five vertical columns; the latter containing fifteen
bingo numbers in increasing numerical order counting
from top down. The bingo pattern tableau 1s intention-
ally left blank. the template 2 also carries a unique iden-
tification number 8.

The game board 1 carries a unique identification
number 9 similarly to the template 2. Although the
specific identification numbers 8 and 9 shown in FIG. 1
match, they may be different. The game board 1 ac-
comodates the twelve-key membrane keyboard 10 em-
bedded into the top face surface of the board. The key-
board 10 comprises ten numerical keys 11 zero through
nine and two functional keys, namely, the enter key 12,
marked “E”, and the chance or caller key 13, marked
“C”. Next to the keyboard 10, the game board 1 accom-
modates the speaker 14 and power on-off switch 15. In
addition, the game board 1 incorporates the telescopic
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3
radio antenna 16 and the RS232-C interface connector
17.

Immediately below the overlay template 2, the game
board 1 incorporates the dot-matrix liquid crystall dis-
play (LCD) 18 visible through the template 2. With the
template 2 removed, the uncovered game board 1 is
presented in FIG. 2. The display 18 is shown blank in
FIG. 2, as it appears following power-on reset. Elec-

tronic components of the game board 1 are embedded
inside of its corpus 19. The primary elements of the
electronics are the FSK modem 20 and the micro-

processor 21. The FSK modem 20 is interfaced with the
antenna 16 on one side and with the microprocessor 21
on the other side. The latter interface adheres to the
RS232-C protocol and is accessible at the tap-off con-
nector 17. The microprocessor 21 includes integrated
input/output buffer/drivers for receiving commands
and data from the keyboard 10 and for driving the dis-
play 18 and the speaker 14. An optional interface with a
card reader 22 is shown in FIG. 3 as well. The board 1s
powered up by a battery or a photovoltaic pannel, but
neither is explicitly shown in FIG. 3. Similarly a read
only memory (ROM), a random access memory
(RAM), and a central processor unit (CPU) integrated
into the microprocessor 21 are not explicitly presented
in FIG. 3.

All the operations of the game board 1 are controlled
by the microprocessor 21. The primary function of the
microprocessor 21 is controlling the display 18. Since
the display 18 is of a dot-matrix nature, it is capable of
displaying graphics and alphanumerical symbols. the
repertoire of images presentable on the display 18 i1s
restricted only by its resolution, i.e. the number of dots.
When power is switched on, the microprocessor 21
blanks out the display 18. As the game progresses, the
microprocessor drives certain areas of display 18 into
the nontransparent state, i.e. darkens these areas. Since
the template 2 is transparent and overlays the display
18, the nontransparent areas of the display 18 are clearly
visible through the template 2. Consequently, darkening
a display area immediately beneth a certain cell in the
template 2 creates a visual image of marking, i.e. mask-
ing out, the respective cell. For example, a snap shot of
the top left bingo card 3 in the template 2 and the under-
lying area of display 18 are presented in FIG. 4. for a
hypothetical stage of a bingo game in which the bingo
numbers “7”, *“10”, 247, “257, “347, “53”, “55”, “64”,
and “70” have been called by the time of taking the snap
shot. Similarly, the “X”-bingo pattern formed by dark-
ening the diagonal areas of the display 18 underlying the
bingo pattern tableau 5 is presented in FIG. §.

An mmportant advantage of using transparent tem-
plate 2 is the low resolution requirements for the display
18. It is concetvable to utilize a high resolution dot-
matrix LCD and show all the bingo numbers directly in
the display. If so, ninety six dots are required to display
a two-digit bingo number; whereas with the template 2,
only one dot of a large size allows to mark the same
bingo number resulting in a dramatic simplification of
the game board. Yet, provided the overall number of
dots in the display 18 is adequate, the display is useful
for playing a do-it-yourself bingo wherein the player
designs a bingo card by entering desired bingo numbers
via the keyboard 10 and observing them in the display
18. An example of do-it-yourself bingo card image
being made is shown in FIG. 6 with the cover template
2 removed completely. The individual bingo numbers
23 shown in FIG. 6 are of a much large size than those
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ones in the template 2, since the minimum resolution of
the display 18 is dictated by the multiple-bingo-card
template 2 rather than by the single-bingo-card do-it-
yourself image.

The game board 1 can be utilized either by the game
operator, e.g. caller, or by the individual player. Under
normal circumstances, the operator employs the game
board 1 for generation and broadcasting random bingo
numbers, i.e. called bingo numbers; whereas the individ-
ual player employs the game board 1 for automatic
monitoring of the broadcasted called bingo numbers
and automatic verification of the matches between the
called bingo numbers and the card bingo numbers 6
imprinted on the display 18.

The user interface with the game board 1 i1s very
simple. All that the caller 1s required to do 1s to switch
it on using the power on-off switch 18, enter a numeri-
cal identification number of the bingo pattern being
played via the keyboard 10, terminate the number with
the keystroke “E” 12, and then push the “C” button 13
causing generation, broadcasting, and displaying of a
new random bingo number in the tableau 4 each time
when the button 13 1s pressed. Assuming that the board
identification number 9 matches the template identifica-
tion number 8, the player is not required to do anything
but to power-up the board 1 by the switch 15. The game
board 1 will then automatically receive the broadcasted
bingo pattern and called bingo numbers, display them in
the tableaus 5 and 4 respectively, and mark the matches
between the bingo card numbers 6 and the called bingo
numbers in each card 3. Finally, the board 1 will auto-
matically announce the game completion wvia the
speaker 14 if the bingo status is achieved in any of the
cards 3 for the braodcasted bingo pattern displayed in
the tableau 3.

The operation of the game board 1 controlied by the
microprocessor 21 is illustrated by the flowcharts In
FIGS. 7 through 10. In order to simplify explanation,
we assume that only the caller activates the “C” button
13, e.g. the “C” button is deactivated in the player’s
board. In addition, we assume that the caller’s board can
only transmit; whereas the player’s board can only re-
ceive radio signals.

The interface of the game board 1 with the environ-
ment is interrupt-driven. If the keyboard interrupt is
unmasked and enabled then any keystroke causes the
keyboard interrupt 24 to occur as presented in FIG. 7.
In responce to the interrupt 22, the keystroke which
caused the interrupt is placed in the keyboard input
buffer in the step 25. The input buffer is edited in the
step 26. If a valid, e.g. properly terminated by key-
strokes “C” or “E”, input string is discovered in step 27
then the corresponding command or data string 1s
placed on the keyboard output queue in step 28 and the
microprocessor returns from the interrupt in the step 29.
Otherwise, the processor immediately returns from
interrupt in the step 29.

The receiver interrupt is unmasked and enabled upon
initialization and stays unmasked and enabled thereaf-
ter. A command or data transmitted by the caller’s
game board is received by the antenna 16 of the player’s
game board, demodulated by the modem 20, and the.
resulting pulse string is relayed to the microprocessor
21 causing the receiver interrupt to occur in the step 30
as shown in FIG. 8. The received pulse string 1s placed
in the receiver input buffer in the step 31 and edited 1n
the step 32. Any valid command or data discovered in
the step 33 is first checked in the consecutive steps 34
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through 35 whether the keyboard lock or keyboard
unlock command is received. The keyboard lock com-
mand results in masking out the keyboard interrupt in
the step 36 thus preventing further local keyboard
entries. The opposite command results in unmasking the
keyboard interrupt in the step 37 thus reenabling local
keyboard entries. Any other valid command or data 1S
put on the receiver output queue in the step 38. The
receiver interrupt processing always ends up in return
from interrupt executed in the step 39.

The caller’s board main line processing is presented in
the flow chart in FIG. 9. Following the reset 1n the step
40, the microprocessor 21 initializes internal variables
and parameters, such as flags, registers, counters, point-
ers, interrupts, etc. in the step 41. Subsequently, the
microprocessor 21 polls the keyboard output queue 1n
the step 42 until the bingo pattern for the next round of
the game is dequeued. This bingo pattern is encoded in
a pulse stream and output to the modem 20 in the step
43. The modem 20 broadcasts the pattern via the an-
tenna 16 to all the players in its turn. Next, the micro-
processor transmits the KEYBOARD LOCK com-
mand in the step 44 causing the disabling of the player’s
keyboard. At this point, the microprocessor 21 starts to
poll the keyboard output queue in the step 45 looking
for a command to execute. If the “C” command 1s found
in the step 46, then a new random bingo number in the
range one to seventy five is generated In the step 47
using one of the standard rountines for generation of
nonrepetitive random numbers. This random bingo
number is then output to the modem 20 in the step 48.
The modem 20 broadcasts the number via the antenna
16. By definition, the transmitted bingo number be-
comes the called bingo number for all the players. The
microprocessor 21 then returns to the keyboard output
polling process in the step 49.

If the outcome of the test in step 46 is negative, 1.€.
other than “C” command is found on the queue, then
the microprocessor 21 transmits the KEYBOARD UN-
LOCK command in the step 49 and, after resetting
parameters in the step 50, returns to polling the key-
board output queue in search of the new bingo pattern.

In the player’s game board, the main line processing
starts with the reset in the step 51 in FIG. 10 followed
by the initialization of parameters in the step 52. The
process of initialization in the step 52 includes setting up
the default bingo card numbers 6 corresponding to the
game board’s identification number 9, e.g. the default
bingo card numbers are copied from ROM into a table
of current bingo card numbers located in RAM. Upon
completion of the initialization process, the micro-
processor 21 starts polling of the keyboard output queue
and the receiver output queue in the steps 53 through 55
until either a new template identification number, or a
new bingo pattern, or a new called bingo number is
found. If a new template identification number is found
in the step 53, e.g. the player replaced the default tem-
plate with a new one and entered the identification
number of this template via the keyboard 10, then the
microprocessor 21 computes the new bingo card num-
bers in the step 56 and puts them in the table of current
bingo card numbers in RAM. For example, the micro-
processor 21 may use a part of the template identifica-
tion number 8 as the entry pointer into a ROM-based
circular table of random numbers modulo fifteen and
utilize the rest of the template identification number 8 as
an offset for picking up the next random number out of
this table. Or the microprocessor 21 may use the tem-
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plate identification number 8 as a seed number for the
pseudo-random number generation routine. Obviously,
the very same algorithm must be used for selection of
the bingo numbers 6 imprinted in the template 2.

If a new bingo pattern is found in the step 54, then the
encoded pattern identification number is stored in RAM
and the respective image is displayed in the tableau 5 in
the step 37.

Finally, if 2 new called bingo number is received In
the step 55, then the number is displayed in the tableau
4 and compared with all the bingo numbers in the cur-
rent table of bingo card numbers in the step 58. The
matches, if any, are identified and marked on the display
18 in the step 59. Subsequently, in the step 60, the micro-
processor 21 checks whether the successful state of
bingo is achieved in at least one of the individual bingo
cards in the multiple bingo card template 2 by compar-
ing the resulting pattern of matches with the current
bingo pattern being played. If the bingo state is discov-
ered, the microprocessor 21 causes the speaker 14 to
generate an audible signal in the step 61 and resets the
necessary parameters in the step 62 as a preparation for
the next round of the game. Otherwise, the micro-
processor 21 resumes polling the output queues of the
keyboard and the receiver.

While a specific embodiment of the invention has
been shown and described in detail to illustrate the
application of the invention principles, it 1s understood
that the invention may be embodied otherwise without
departing from such principies.

The game board 1 can be easily adapted for playing a
do-it-yourself bingo, wherein the cover template 2 18
removed and the player designs arbitrary bingo cards
by entering desirable bingo numbers via the keyboard
10. Although FIG. 6 presents only one do-it-yourself
bingo card image being made, a number of such cards
can be stored in RAM and played concurrently. An
important feature of operations of the game board 1 in
the do-it-yourself mode is locking the keyboard 10 by
remote command to prevent the player from altering
the card contents after the game starts and unlocking
the keyboard 10 by caller’s remote command to let the
players the opportunity to update the do-it-yourself
bingo cards. The process of locking and unlocking the
keyboard in the do-it-yourself mode 1s identical with the
process of locking and unlocking the keyboard in a
regular bingo game described above.

The basic game board design presents an opportunity
to play a variety of games akin to bingo. In particular, a
keno-type game can be easily implemented. It 1s suffi-
cient just to replace the template 2 with another one,
such as presented in FIG. 11. The template in FIG. 11
is subdivided into five identical hundred-cell tableaus 63
filled with numbers one to hundred in increasing order.
The top four areas 63 are available for selection of bets
by the player, whereas the bottom tabloid 1s reserved
for automatic marking of the called keno numbers
which are broadcasted by the caller’s game board. The
user enters his bets via the keyboard 10, and the micro-
processor 21 marks respective matches utilizing the
display 18. Again, the player’s keyboard is locked and
unlocked by the caller remotely.

The specific design of the keyboard can be easily
modified to accomodate requirements of the game. For
example, playing the do-it-yourself bingo and keno
games is facilitated by introduction of direction keys,
such as “up-key”, “down-key”, “left-key”, “and right-
key”. Special function keys can be added. In particular,
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the verify-key scanning the tableau of called bingo num-
bers 4 with concurrent marking of the matching bingo
numbers in the cards 6 is quite beneficial.

Although only two game boards are sufficient to play
a game, under normal circumstances, one caller’s board
and a large number of players’ boards are involved in
the game. The multi-board game is illustrated in the
block-diagram in FIG. 12 wherein the caller’s board is
marked 64, and players’ boards are denoted 65. Each of

the boards involved in the game is provided with an
antenna 16, keyboard 10, and display 18. Curved arrows
67 in FIG. 12 symbolize a two-way communication
between game boards 64 and 65.

A two-way communication between master board
and player’s game board can significantly improve reli-
ability of the game. For example, the player’s game
board can automatically notify the caller’s game board
about successful completion of the game. The two-way
communication can be used for uploading the master
board and downloading the player’s board with the
game card contents. In particular, the master game
board equipped with a disk and a printer can store the
contents of player-created do-it-yourself bingo cards for
future use and even print templates for the player.

Moreover, players’ boards can communicate later-
ally, e.g. for cooperation in the process of “war” type
game. In general, the game boards can communicate
with each other remotedly, e.g. via local area network.
The specific communication channel is not restricted to

radio only. Infrared or fiber communication means may

be beneficial in a number of applications. Virtually any
remote communication means or a combination of such
means is applicable. For example, the RS232 interface
68 can be used for uploading the master board and
downloading the player’s board with a game card re-
lated information before the game begins, whereas the
radio channel can be used thereafter for broadcasting
and receiving called bingo numbers.

FIG. 3 shows an optional card reader 22. The card
reader can be used for reading information directly
from the template 2 having perforations along its edge.
The perforations may carry the template identification
number 8 in encoded form. Instead of entering the iden-
tification number manually, the player then could just
insert the template into the receptacle of the card reader
22, and the rest of work would be done by the game
board automatically. The card reader receptacle could
also serve as a card retainer.

Although the overlay template 2 is removable and
replacable, it can be attached to the game board 1 in
many ways, e.g. it can be secured to the board 1 on
hinges allowing the opportunity of flipping over the
template from the position on the top of the board to the
position at the bottom of the game board. Under such an
arrangement, the game board has a default template
with the identification number identical to the board’s
identification number, and the player is relieved from
the need to intervene in the operation of the board as
long as the default template is used. By flipping the
default template over, an opportunity to play any other
template or do-it-yourself game is readily provided.
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While the invention has been described 1n some detail
above, it is to be understood that this detailed descrip-
tion is by way of example only, and the protection
granted is to be limited only within the spirit of the
invention and the scope of the following claims.

What 1s claimed is:

1. In combination, a predetermined set of game cards

and a game network for playing a game utilizing said
predetermined set of game cards;

said game network comprising:

at least one master game board incorporating a mas-
ter data input means, a master data processing
means responsive to said master data input means,
and a master data output means responsive to said
master data processing means,
at least one player’s game board incorporating a play-
er’s input means responsive to said master data
output means, a player’s data processing means
responsive to said master data output means, and a
player’s data output means responsive to said play-
er’s data processing means;
said master game board transmitting via said master
data output means predetermined data relevant to
said game, and random data at least partially
matching said predetermined set of game cards;
said player’s game board comprising
means for receiving said predetermined data and said
random data via said player’s data input means,

means for storing an informational content of at least
one game card out of said predetermined set in said
player’s data processing means,
comparison means for comparing said predetermined
data and said random data on one hand, and said
informational content on the other hand, and

means for signalling the current status of said card
game via said player’s data output means as deter-
mined by said comparison. |

2. The combination of claim 1, wherein said player’s
data input means includes a local data entry means.

3. The combination of claim 2, wherein said player’s
game board includes means to compute at least a por-
tion of said informational content by processing an
alphanumerical identification number of said game card
in accordance with a predetermined rule; and

said alphanumerical identification number being en-

tered via said player’s local data entry means.

4. The combination of claim 2, wherein said player’s
local data entry means includes lock means that is re-
motely locked and unlocked by a predetermined com-
mand included in said predetermined data.

5. The combination of claim 1, wherein said player’s
data output means includes a data display means and a
sound generating means.

6. The combination of claim 1, wherein at least one of
said game cards out of said set is a transparent template
bearing visual game symbols and overlaying said play-
er’s display.

7. The combination of claim 1, wherein said player’s
game board includes means to transmit said informa-
tional content and said current status back to said mas-

ter game board via said player’s data output means.
* ¥ &k X %
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1
REEXAMINATION CERTIFICATE
ISSUED UNDER 35 U.S.C. 307

THE PATENT IS HEREBY AMENDED AS
INDICATED BELOW.

Matter enclosed in heavy brackets [ ] appeared in the
patent, but has been deleted and is no longer a part of the
patent; matter printed in italics indicates additions made
to the patent.

AS A RESULT OF REEXAMINATION, IT HAS BEEN
DETERMINED THAT:

The patentability of claims 1 and 2-7 is confirmed.

10

2

New claims 8 and 9-10 are added and determined to be
patentable.

8. The combination of claim 1, wherein said predeter-
mined data includes bingo pattern dara.

Q. Combination of claim I, wherein said master game
board transmits said informational content via said master
data output means and said plaver’s game board receives
said informational content via said plaver’s data input
nearns.

10. Combination of claim 9, wherein said informational
content inciudes an identification number of said game card.
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